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DETAILED ACTION 

1. The amendment received on 02/22/2007 has been considered. It has been noted that 
claims 1,3-6,8-19, and 21-35 have been amended. Claims 7 and 20 are cancelled. New claims 
36-39 have been added. 

Claim Rejections - 35 USC§103 

2. The following is a quotation of 35 U.S.C. 103(a) which forms the basis for all 
obviousness rejections set forth in this Office action: 

(a) A patent may not be obtained though the invention is not identically disclosed or described as set forth in 
section 102 of this title, if the differences between the subject matter sought to be patented and the prior art are 
such that the subject matter as a whole would have been obvious at the time the invention was made to a person 
having ordinary skill in the art to which said subject matter pertains. Patentability shall not be negatived by 
the manner in which the invention was made. 

3. Claims 1-6,8-19, and 21-39 are rejected under 35 U.S.C. 103(a) as being unpatentable 
over Watanabe et al (US 5,717,848) in view of Lukkarila et al (US 4,068,847). 

Re claim 1: Watanabe et al teaches a method of utilizing vectors / magnitude and 
direction in a video game comprising computing / calculating a plurality of vectors / magnitude 
and direction along one or more graphical paths / motion path, each of the one or more graphical 
paths / motion path associated with a game object / object that previously traversed the graphical 
path, and displaying the plurality of computed vectors / magnitude and direction along the one or 
more graphical paths / motion path , wherein the computed vector affects the motion of the game 
object during a subsequent traversal / preceding of the graphical path (see abstract; lines col.2, 
lines 1-11 and lines 49-59). 

However, Watanabe et al fails to teach in a video game, graphical paths as a visual string 
of colored path markers, the color of each of the path markers in the visual string of path markers 
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indicating a computed vector from amongst the plurality of computed vectors. 

Lukkarila et al teaches in a video game, graphical paths as a visual string of colored path 
markers, the color of each of the path markers in the visual string of path markers indicating a 
computed vector from amongst the plurality of computed vectors (see col.l, lines 15-18 and lines 
56-63). 

Therefore it would have been obvious to one of ordinary skill in the art at the time 
the invention was made to include the combination of Watanabe et al and Lukkarila et al so 
as to have a display of color path markers along the graphical path that may be illustrative 
of various vector forces in a game and graphic environment. 

Re claim 2: Watanabe et al teaches the method wherein the plurality / start point and end 
point of vectors / magnitude and direction are a plurality of net resultant force vectors / 
magnitude and direction of a velocity (see col.2, lines 41-48). 

Re claim 3: Watanabe et al teaches the method wherein computing / calculating the 
plurality of vectors includes computing the plurality of vectors based upon phenomenological / 
information representation corresponding to position of object laws (see col.3, lines 13-19). 

Re claim 4: Watanabe et al teaches the method wherein computing / calculating the 
plurality of vectors includes computing the plurality of vectors based on physical laws of nature / 
time (see col.3, lines 13-19). 
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Re claim 5: Watanabe et al teaches the method wherein computing / calculating the 
plurality of vectors occurs in real time (see col.3, lines 13-19). 

Re claim 6: Watanabe et al teaches the method further comprising displaying a state of 
the game object (see col.28, lines 25-39). 

Re claims 8-10: Watanabe et al teaches the method further comprising displaying an 
indication of an elapsed time of a current video game session (see Fig. 34; col.7, lines 47-63; 
col.10, lines 42-44; and col.28, lines 25-39); wherein the indication of the elapsed time of the 
current video game session is displayed if the elapsed time of a previous video game session is 
greater than the elapsed time of the current video game session; wherein the indication of the 
elapsed time of the current video game session is displayed if the elapsed time of a previous 
video game session is less than or equal to the elapsed time of the current video game session 
(see Fig. 34; col.7, lines 47-63 and col.10, lines 42-44). 

However, Watanabe et al fails to teach displaying indication in conjunction with the 
visual string of path markers; displaying another colored path marker of the selected color in the 
visual string of colored path markers. 

Lukkarila et al teaches displaying indication in conjunction with the visual string of path 
markers; displaying another colored path marker of the selected color in the visual string of 
colored path markers (see col.l, lines 15-18 and lines 56-63). 

Therefore it would have been obvious to one of ordinary skill in the art at the time 
the invention was made to include the combination of Watanabe et al and Lukkarila et al so as to 
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have a display of color path markers along the graphical path that may be illustrative of various 
vector forces in a game and graphic environment. 

Re claim 11: Watanabe et al teaches the method wherein the state of the game object / 
object position is an "on the ground" state / position (see Fig. 14; col.ll, lines 57-64). 

Re claim 12: Watanabe et al teaches the method wherein the state of the game object / 
object position is an "airborne" state / position (see Fig. 14; col.ll, lines 57-64). 

Re claim 13: Watanabe et al teaches the method wherein the state of the game object / 
object position is a "crashed" state / position (see Fig. 14; col.11, lines 57-64). 

Re claim 14: Watanabe et al teaches the method wherein the previous / old traversal of 
the graphical path is a best time run (see abstract; col.40, lines 53-59). 

Re claim 15: Watanabe et al teaches the method wherein the previous / old traversal of 
the graphical path is a run selected from one or more previous / old runs (see Fig. 20a and 20b; 
abstract; col.16, lines 30-39). 

Re claim 16: Watanabe et al teaches the method further comprising storing the plurality 
of computed vectors along the one or more graphical paths in a data cache (205) (see Fig. 2; 
col.4, lines 17-18). 
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Re claim 17: Watanabe et al teaches the method wherein the displayed plurality of 
computer vectors are used to tune / renew, update game dynamics of the video game with respect 
to identifying vectors along the one or more graphical paths (see Fig. 20a and 20b; col.16, lines 
30-39). 

Re claim 18: Watanabe et al teaches a computer-readable storage (204) having embodied 
thereon a program, the program being executable by a machine to perform a method of utilizing 
vectors / magnitude and direction in a video game comprising computing / calculating a plurality 
of vectors / magnitude and direction along one or more graphical paths / motion path, each of the 
one or more graphical paths / motion path associated with a game object / object that previously 
traversed the graphical path, and displaying the plurality of computed vectors / magnitude and 
direction along the one or more graphical paths / motion path , wherein the computed vector 
affects the motion of the game object during a subsequent traversal / preceding of the graphical 
path (see abstract, lines 21-23; col.2, lines 1-11 and lines 49-59). 

However, Watanabe et al fails to teach in a video game, graphical paths as a visual string 
of colored path markers, the color of each of the path markers in the visual string of path markers 
indicating a computed vector from amongst the plurality of computed vectors. 

Lukkarila et al teaches in a video game, graphical paths as a visual string of colored path 
markers, the color of each of the path markers in the visual string of path markers indicating a 
computed vector from amongst the plurality of computed vectors (see col.l, lines 15-18 and lines 
56-63). 

Therefore it would have been obvious to one of ordinary skill in the art at the time 
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the invention was made to include the combination of Watanabe et al and Lukkarila et al so 
as to have a display of color path markers along the graphical path that may be illustrative 
of various vector forces in a game and graphic environment. 

Re claim 19: Watanabe et al teaches the computer-readable storage (204) further 
comprising displaying a state of the game object (see Fig. 2; col.28, lines 25-39). 

Re claims 21-23: Watanabe et al teaches the computer-readable storage (204) medium 
further comprising displaying an indication of an elapsed time of a current video game session 
(see Fig. 34; col.7, lines 47-63; col.10, lines 42-44; and col.28, lines 25-39); wherein the 
indication of the elapsed time of the current video game session is displayed if the elapsed time 
of a previous video game session is greater than the elapsed time of the current video game 
session; wherein the indication of the elapsed time of the current video game session is displayed 
if the elapsed time of a previous video game session is less than or equal to the elapsed time of 
the current video game session (see Fig. 34; col.7, lines 47-63 and col.10, lines 42-44). 

However, Watanabe et al fails to teach displaying indication in conjunction with the 
visual string of path markers; displaying another colored path marker of the selected color in the 
visual string of colored path markers. 

Lukkarila et al teaches displaying indication in conjunction with the visual string of path 
markers; displaying another colored path marker of the selected color in the visual string of 
colored path markers (see col.l, lines 15-18 and lines 56-63). 

Therefore it would have been obvious to one of ordinary skill in the art at the time 
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the invention was made to include the combination of Watanabe et al and Lukkarila et al so 
as to have a display of color path markers along the graphical path that may be illustrative 
of various vector forces in a game and graphic environment. 

Re claim 24: Watanabe et al teaches the computer-readable storage medium (204) 
wherein the previous / old traversal of the graphical path is a best time run (see Fig. 20a and 
20b; abstract; col.40, lines 53-59). 

Re claim 25: Watanabe et al teaches the computer-readable storage medium (204) further 
comprising storing the plurality of computed resultant force vectors in a data cache (205) (see 
Fig. 2; col.4, lines 17-18). 

Re claim 26: Watanabe et al teaches an electronic entertainment system for utilizing 
vectors in a video game / environment of animation comprising a data cache (205) configured to 
store graphical path / motion path data associated with one or more previous video game 
sessions, wherein the graphical path data is further associated with a game object that traversed a 
graphical path corresponding to the graphical path data (see abstract, lines 21-23); a processor 
(203) configured to compute a plurality of force vectors associated with the game object that 
traversed one or more graphical paths / motion path during the one or more previous video game 
sessions; and a display device (101) configured to display the plurality of computed force vectors 
(see Fig. 1 and 2; col.3, line 66; col.4, lines 6-18). 

However, Watanabe et al fails to teach in a video game, graphical paths as a visual string 
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of colored path markers, the color of each of the path markers in the visual string of path markers 
indicating a computed vector from amongst the plurality of computed vectors. 

Lukkarila et al teaches in a video game, graphical paths as a visual string of colored path 
markers, the color of each of the path markers in the visual string of path markers indicating a 
computed vector from amongst the plurality of computed vectors (see col.1, lines 15-18 and lines 
56-63). 

Therefore it would have been obvious to one of ordinary skill in the art at the time 
the invention was made to include the combination of Watanabe et al and Lukkarila et al so 
as to have a display of color path markers along the graphical path that may be illustrative 
of various vector forces in a game and graphic environment. 

Re claim 27: Watanabe et al teaches the electronic entertainment system wherein the 
graphical path / motion path data includes data corresponding to the plurality of computed force 
vectors / magnitude and direction (see col.3, lines 13-19). 

Re claim 28: Watanabe et al teaches the electronic entertainment system wherein the 
processor (202, 203) is further configured to compute a state of the game object (see Fig. 2; 
col.4, lines 12-18; col.28, lines 25-39). 

Re claim 29: Watanabe et al teaches the electronic entertainment system wherein the 
processor (203) is further configured to retrieve from the data cache (205) the graphical path / 
motion path data associated with the game object that traversed the graphical path (see abstract, 
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lines 21-23) during one of the one or more previous game sessions and for display by the display 
device (see Fig. 2, 18a, and 18b; col.4, lines 15-25; coUO, lines 42-49). 

However, Watanabe et al fails to teach in a video game, graphical paths as a visual string 
of colored path markers. 

Lukkarila et al teaches in a video game, graphical paths as a visual string of colored path 
markers (see col.l, lines 15-18 and lines 56-63). 

Therefore it would have been obvious to one of ordinary skill in the art at the time 
the invention was made to include the combination of Watanabe et al and Lukkarila et al so 
as to have a display of color path markers along the graphical path that may be illustrative 
of various vector forces in a game and graphic environment. 

Re claims 30 and 31: Watanabe et al teaches the electronic entertainment system wherein 
the processor (202, 203) is further configured to display an indicia / icon of elapsed time based 
upon an elapsed time of the current video game session and an elapsed time of the previous / 
preceding video game session; the electronic entertainment system wherein the processor (202, 
203) is further configured to cause the display of an indicia of the state of the game object on the 
display device (101) (see fig.2; abstract, lines 13-23). 

Re claim 32: Watanabe et al teaches the electronic entertainment system wherein the data 
cache configured to store the graphical path / motion path data is a memory card (602) (see Fig. 
6; col.7, lines 18-22). 
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Re claim 33: Watanabe et al teaches the electronic entertainment system wherein the 
processor (203) is further configured to generate and store graphical path / motion path data 
corresponding to the current video game session in the data cache (205) (see Fig. 2; col.4, lines 
15-18). 

Re claim 34: Watanabe et al teaches the electronic entertainment system wherein the 
processor (203) is further configured to store graphical path / motion path data of the current 
video game session in the data cache (205) as a best time /renewed motion run if a total elapsed 
time of the current video game session is less than total elapsed times associated with the one or 
more previous game sessions (see Fig, 2, 20a, and 20b; coL7, lines 47-63; col.10, lines 42-44; 
col.16, lines 30-39). 

Re claim 35: .Watanabe et al teaches a system of utilizing vectors / magnitude and 
direction in a video game comprising means for computing / calculating a plurality of vectors / 
magnitude and direction along one or more graphical paths / motion path, each of the one or 
more graphical paths / motion path associated with a game object / object that previously 
traversed the graphical path, and displaying the plurality of computed vectors / magnitude and 
direction along the one or more graphical paths / motion path , wherein the computed vector 
affects the motion of the game object during a subsequent traversal / preceding of the graphical 
path (see abstract; lines col.2, lines 1-11 and lines 49-59). 

However, Watanabe et al fails to teach in a video game session, graphical paths as a visual 
string of colored path markers, the color of each of the path markers in the visual string of path 
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markers indicating a computed vector from amongst the plurality of computed vectors. 

Lukkarila et al teaches in a video game session, graphical paths as a visual string of 
colored path markers, the color of each of the path markers in the visual string of path markers 
indicating a computed vector from amongst the plurality of computed vectors (see col.l, lines 15- 
18 and lines 56-63). 

Therefore it would have been obvious to one of ordinary skill in the art at the time 
the invention was made to include the combination of Watanabe et al and Lukkarila et al so 
as to have a display of color path markers along the graphical path that may be illustrative 
of various vector forces in a game and graphic environment. Claim 35 invokes 35 U.S.C 
112, 6 th . 

Re claims 36-39: Watanabe et al teaches the system, method, computer-readable storage 
medium, and electronic entertainment of utilizing vectors of the one or more graphical path 
associated with a game object. 

However, Watanabe et al fail to teach wherein the game object is a player character under 
the control of a user playing a video game as a part of a game session on the electronic 
entertainment system. 

Lukkarila et al teaches wherein the game object is a player character under the control of 
a user playing a video game as a part of a game session on the electronic entertainment system 
(see col.l. lines 15-18). 

Therefore it would have been obvious to one of ordinary skill in the art at the time 
the invention was made to include the combination of Watanabe et al and Lukkarila et al so 
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has to have a means of operating and controlling the game object, and also since it is 
obvious that for a video game, the game object is a player character controlled by the game 
player. 

Response to Arguments 

4. Applicant's arguments on Claims 1-6,8-19, and 21-39 have been considered but are moot 
in view of the new grounds of rejection. 

The Applicants correction in regards to the Objection to the specification and Claim 
objection is accepted therefore, that objection has been withdrawn. 

Conclusion 

5. Applicant's amendment necessitated the new ground(s) of rejection presented in this 
Office action. Accordingly, THIS ACTION IS MADE FINAL. See MPEP § 706.07(a). 
Applicant is reminded of the extension of time policy as set forth in 37 CFR 1.136(a). Applicant 
is reminded of the extension of time policy as set forth in 37 CFR 1 .136(a). 

A shortened statutory period for reply to this final action is set to expire THREE 
MONTHS from the mailing date of this action. In the event a first reply is filed within TWO 
MONTHS of the mailing date of this final action and the advisory action is not mailed until after 
the end of the THREE-MONTH shortened statutory period, then the shortened statutory period 
will expire on the date the advisory action is mailed, and any extension fee pursuant to 37 
CFR 1.136(a) will be calculated from the mailing date of the advisory action. In no event, 



Application/Control Number: 10/737,143 



Page 14 



Art Unit: 3714 

however, will the statutory period for reply expire later than SIX MONTHS from the mailing 
date of this final action. 

Any inquiry concerning this communication or earlier communications from the 
examiner should be directed to Adetokunbo O. Torimiro whose telephone number is (571) 270- 
1345. The examiner can normally be reached on Mon-Fri (8am - 4pm). 

If attempts to reach the examiner by telephone are unsuccessful, the examiner's 
supervisor, Robert Pezzuto can be reached on (571) 272-6996. The fax phone number for the 
organization where this application or proceeding is assigned is 571-273-8300. 
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